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Once every millennium, when fie sun aligns - : COP 
` with the moon, the Evil One sends to Earth his - 
only son — the Warlock — to gather six ancient 
druid runestones scattered through time and. 
across the continents. When all six are - : 
assembled, they wield the ultimate power - — -the 

power to unravel creation! You, the Hero, are a = ; e 
. modern druid warrior, charged with preventing the Warlock bon assembling. 
the runestones, ,9nd with restoring the light of d day to the mortal wond. Y 

| must use the e inherited from AE druid ancestors r find all SES 


T Make : sure the power switch i is OFF. : tel 
2. Insert the WARLOCK™ Game Pak as described i in 
. your SUPER NINTENDO ENTERT AINMENT | | 

_ SYSTEM" instruction manual. x 

3. Turn the power switch ON. ` 7 c 
| When the WARLOCK" title screen appears you wil see. | 


To set game nee eee use the CONTR [ D to GE Du E 
Preparations option, then press the START BUTTON. You will then come "T a 

_ Screen with the four game play options. To select a particular option, press - 
UP or DOWN on the CONTROL PAD to move the orb cursor next to the’ SZ 
option you wish to modity, then press. the A, B, X or Y BUTTON to select or S 
change options. - SC 
MUSIC: Choose whether you wish to play with. music On or Off. 

STEREO: Choose whether you wish to have stereo sound On or Off. | 
CONTROLS: Choose your desired controller configuration from among four : 
| bc Press UP « or DOWN on the CONTROL PAD to scr ] through to the - 


When T correct ee is Vent the wors "AND YE SHALL PASS" d 

appear at the bottom of the screen. Press the START BUTTON to begin 

playing at the level associated with the entered password. 

Bi no password has been set and you are satisfied with your settings, press the 
-— START BUTTON to return to the title screen, 

= then press the START BUTTON again to begin 

E playing ' WARLOCK". 


PLAYI NG W: ARLOC K 
You, the Hero, are a modern druid warrior, 
possessed of all the tools and magic powers 

~ needed to traverse the worlds and defeat the 

| Warlock. Your objective: to gather all six sacred 
runestones eu the Warlock, and ultimately defeat him. Travel through 
time via portals. These portals will not open at the end of the level unless you ` 
have found the runestone needed to continue to the next level. 

The informatidn bar at the 


top ofthe screen displays ` a : 
the runestones which you | S 
have collected, what your ` SPELL WINDOW 
health is, and which spells P — 

are being held. The face in . HEALTH 
the middle deteriorates as ` 

the hero's health withers. SPELL COUNT 


When the face becomes a- 

skull, you will die. When a healing spell i is cast, the face is SE restored. 

When a revival spell is cast, the face restores completely. Next to the face is 

_ the spell window, which may be changed by pressing the LEFT or RIGHT 
TRIGGER buttons. The spell that appears in that window is the spell that will 
be cast when you press the spell casting button. Just to the right of the spell 
window is the spell count, which pu ates GE quantity of any particular 
type of spell being carried. 

The information bar starts with six empty slots ¢ across s its length. These slots 
fill with runestones as they are collected. 


The Book screen appears at certain points in the game to warn of danger to 
come, or to give a password. | 


CONTROLLING T THE MERO 


Default Settin 


CONTROLORB CAST A 


„SPELL ` 


— Casta Spell ` 


fact Blast E, A E us Lc e doe 

— Press the A BUTTON. Hold UP on the control uda audi press ihe A Button t tò d 
: fire up: Se When i in thea air, , hold DOWN: on the CONTROL PAD. : 
2 Press the B BUTTON. e S - : c : SE ce E SC E E: = e > E E S s x m e 
Dron and Roll ` D - E EE EE 
Dress the B BUTTON while holding DOWN c on I CONTROL P PAD © D or, ; while 
running, hold DOWN Bou d E | 


Dress the LEFT er RIGHT TRIGGER | buttons to put the desired spell i into ER 
-spell window. Press the X BUTTON to cast the p SC 

- Controlling The Orb | = cci 

. The Orb allows the Hero to ak enemies that: are too hid or ee to SC hit 

by a magic blast, or to pick up spells from a distance. To use the Orb, he 
the Y BUTTON and press any direction on the CONTROL PAD. Each | 
direction has a eunt motion pattern. | 


PICK: "ër SE 
2 LEVITAT. I O: N CRIST! u SC : 

: Simply by coming into contact with a blue. levitation vel 
you will gain the temporary power to levitate. ys 

. pressing the jump button EE increase the nagi 

FIRE POTS ps Uu OW o 
. Hidden in the Wizard’s Castle, and in 1 the mountainous - 
regions, are pots of liquid f fire. These temporarily give the 
blaster twice its usual power. These may be picked up bn 
. kneeling while standing over them, rolling into them, or- 
.. directing the orb into them. 


SPELLS 


You may collect certain spells for use at the appropriate moment by Gnecting 
while standing over the spell, or rolling into it. You may also collect spells by 
directing your orb into them. Up to 9 spells of any particular kind may be 
carried. The spell window in the status bar shows the current spell. You may 
bring spells into the window by pressing the LEFT or RIGHT TRIGGER ` 
buttons, and cast the current spell by pressing the X BUTTON. As spells are 
- cast they are deducted from your inventory. PLEASE NOTE: There are seven 
types of spells which you can pick up during your quest. : 
: description of each spell is : provided b below. he pictur 


>s, and bats. 


d h ince © > 
nce, En to destroy. 


: S | Revival lect v inthe PE dien you will Ge returned 
: to the per where me epr was collected. This fpes iA 


he second runestone, you a find 2 urself i in a vast 
garden filled with once-elegant statues of Y 
griffins, gargoyles and renowned archers. When 
the Warlock suddenly appears, the statues come ` 
to life! The animated alabasters are not easily _ 
defeated, as the Warlock tries to reach the 
runestones in the Wizard's castle before you. You 
— will have to search for a zi to best the brittle 

E battlers i in order to 28O 


P 
= 


) overcome sug 


OS SUE ^ es and * 
d ister Pools Of deadly ooze. Your hosti is eager 
for your end, as is your nemesis, the dreadful 


figu res sand hellish furnaces See EES to Se 
f yc erri a Pare of finding the fourth ` SS 


ancestors of the SC Frightful warriors 
come back to life to fight once again—Against 

. you*Horsemen and vultures compete to finish 
E off before the Warlock himself can! Yet you fight on, your quest bringing - 
you to the inner sanctum of doom itself—the mausoleums and catacombs 
where the molgering bones of ancients bear witness to the valiant battle with 
a Water Demon, Ooze monsters, and, once again, the Warlock! It i is among 
them that the fifth runestone is to be found. : : 


THE MOU NT: Af: AS to 
High up in the dark and ak crags ofa. 
distant mountain range, a once vital monastery 
lays in ruins. To find the last runestone you 
must travel a great distance and face the most 
fearful foes of your quest here. Dark forces are 
weaving the blackest magic to aid the Warlock 
and unleash the powers of doom. First, you ` 
must battle across several mountains and - = 
bridges, some guarded by awful Dark Elves. This evil land i is the Dragon’ s 
range, so mind ye well the sound of flapping wings! If you make it as far as the - 
Caves, you'll soon know the wrath of the Water Demon and other dark 
minions. You somehow must make your way past this hazard in order to 
reach the ancient ruins that lie just ahead. It is here that the battle for the last 
runestone will be fought, and the fate of the future decided. Work well, my 
young friend. You would do well to fear what lies ahead! 


TH: E u NDERWORLD 


| Hm a land not of this world, all the forces of evil 
are summoned to wrest the stones from you. 
The Beast, a creature from mie darkest 
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